Blue Tiburon Aerospace 


Overengineered Synthmorphs for Practical Problems. 


The Blue Tiburon Angelshark 


The Blue Tiburon Angelshark was put together when the Blue Tiburon Aerospace Collective found themselves in the 
then-unusual position of being a collective in command of a ship of reasonably large size with great resources 
aboard, burning towards an uncharted world which they had desire to reconnoiter. The first plan had been to 
customize a standard Zephyr robot with some extras, but owing to the unusual nature of the place they wished to 
examine and the fact that they were taking time to implement nanophages into all of their morphs, there was time to 
develop the Angelshark. 


So named for the most-likely extinct Squatinidae family of sharks, the Angel/shark is a probe robot that experienced 
feature-creeping hyperenthusiastic overengineering to the point of becoming a powerful, versatile planetary 
reconnaissance synth, in the form of a semi-shapeshifting smartmatter obline that can loiter as a balloon, walk or roll 
on the ground, land on water, submerge to explore underwater, surface and launch, and if provided with satisfactory 
quantities of fuel, make a single-stage-to-orbit burn. Tight spaces are not very good for it, though, and its land 
performance is indifferent at best, while it’s the size of a Sundiver morph. 

The Angelshark was not designed with any form of defense against TITAN or Exsurgent Virus in mind. 

Two interchangeable variants exist: in the first variant the Microlight LTA movement mode is sacrificed for an 
Internal Rocket provisioned with metallic hydrogen, alleviating the need to use payload bays to house conventional 
rocket fuels, while in the second the Reflex Booster is replaced with an Ego Sharing system, a second Blue 
Cyberbrain and a Mental Speed Augmentation. These variants may be made as ‘mission payloads’ by the simple 
expedient of a partial tear-down and rebuild of the same chassis, though this takes the usual time to add or remove 
robotic augmentations. If being manufactured whole in that form, the cost is the same, otherwise the cost of the 
additional augmentations must be paid in full as manufactured standalones. 


Vital Stats 
Movement: 12/60 Thrust Vector; Wheeled/Walker/LTA 4/20; Submarine 4/36; 


Under full thrust and without burning fuel (only electricity,) the Ange/shark can reach speeds of 400 Kmh and sustain 
it for two hours. If it switches over to fuel, it can can cruise at 1,100 Kph, but can, under full afterburn and at very 
high altitudes, reach speeds of 3,500 Kph. If two Payload bays are devoted to fueling the rocket system, a run at full 
afterburn and high altitude can easily become an orbit shot. 


Aptitude Maximums: 25 


Innate Armor: 35/30 

Innate Synthmorph Combat Armor: 16/16 & Light Synth Combat Armor 14/12 

Innate Armor Mods 
Fireproof (+2/+0 | +10 vs. Fire); Lotus Coating (+30 vs. Liquid); Offensive Armor (Reactive Shock Baton vs. 
Melee); Refractive Glazing (+3/+0); Shock Proof (+10 Vs. Shock); Reactive Armor (+5/+5 vs. first five attacks, 
but inflicts automatic 1 Wound) 


Speed: 2 (Reflex Boosters) 
Durability 100 (110); Wound Threshold 20 (21); Death Threshold: 200 (220) 
Neutral Morph Traits 

Large Size Trait (+10 to target morph; Morph gains Reach advantage; double falling/collision damage after Armor.) 
Inherent Advantages 

Synthmorph Characteristics: DR, Environmental Durability, Pain Filter, Shock Immunity, Unarmed DV Bonus 

+10 REF (Reflex Boosters) 


+10 Free Fall (if in atmosphere or burning fuel;) +10 Flight when at full forward thrust (electric or afterburn,) +10 
Swimming at forward thrust (Submarine,) +10 Fray when at full forward thrust (electric, afterburn, or submarine) 


Cost: [Expensive 55,000 Credits] or 55 CP 


Special Notes 


Payload Bays 
The Angelshark incorporates four Payload Bays (The Hidden Compartments) that seal up tight thanks to its shape- 
changing smartmatter hull. Each of these bays may hold a number of mission payloads, including air-droppable 
sensors or other gear as might be desired. Each may also hold a rotary missile smart-magazine [Moderate] carrying 
four full-sized (standard) Seekers (purchased individually,) that may only be fired at forward thrust in the air or 
Torpedoes (which may be air-dropped or launched from the water.) They may also contain fuel tanks, which may be 
any sort of rocket or conventional fuel one may provide. When provided with rocket fuel of any sort, the Angel/shark is 
treated as if it had the Internal Rocket and Gas Jet augmentations thanks to its smartmatter hull forming rocket 
nozzles and RCS thrusters. Two tanks of the same fuel are required, to balance the morph’s symmetry, so for 
extended jet and rocket operations, all four payload bays would be occupied by fuel tanks. 


SSTO 
The Angelshark was designed to be dropped from orbit to a planetary surface, fly around for a good long while, and 
then return. As such it is standard equipped with SSTO capability; between its shapechanging hull allowing it to vary 
its wing and body geometry as necessary and the fuel tank for the afterburners, its lightweight and insanely 
powerful jet engines allow it to transition from a low-altitude flyer to a high-altitude ramjet terrain-burner; from that 
position on an Earthlike world, the Ange/shark can tilt the nose up a bit and fire its rocket engines. One twin-tank of 
conventional rocket fuel has enough Av to get the Angelshark from high-altitude flight to low earth orbit, circularize, 
make some rendezvous maneuvers, and then decide to abort back to the surface. Metallic Hydrogen would easily get 
it from high-altitude flight to a geostationary orbit, or to escape velocity. 


Exceptional Nanotech Systems 
The Angelshark’s nanotechnology systems are very, very well-designed and implemented. Its shapeshifting hull will 
not fail short of massive damage, its solar recharging smartmatter is not notably fragile, and otherwise it will not 
incur any kind of wear and tear from routine use that is beyond its Medichines to repair normally. 


Looks a Robot could Love 
Almost without fail, regardless of current-function and form or livery, the Ange/shark has a retroscifi technology- 
imitating-organic-life aesthetic to it that is at once both chunky-mechanical and sleek-skinned. For some reason, this 
aesthetic is wildly popular with hardcore gamers and AGI, particularly Emergent Al (gaining a bonus of +10 to +30 on 
social interactions with such groups,) whilst being offputting to High Society, despite not being a Clanker. (A penalty 
of -10 to -20 on same rolls, depending on how poor their reaction to the ‘lowbrow science-fiction look’.) 


Fueling Requirements 
The Angelshark incorporates a powerful RTG (nuclear battery) and battery system with a short half-life of 3 years. 
Although this is quite powerful (generating 1KwH) for such a portable device, the power requirements of the 
Angelshark at full burn vastly exceed this, and this is considered an emergency power supply to get the Angel/shark 
out of a tight situation if, say, it runs out of power whilst underwater. Other than recharging from a much larger 
external electrical system, the Ange/shark features a great number of smartmatter solar cells which may be deployed 
on the exterior of its lighter-than-air balloon. Whilst angling these is tricky (thus it is very unlikely to bring all of the 
cells to bear at once,) it’s not at all difficult to get a little more than half of the full 30 cells into direct sunlight, 
generating approximately an additional ~17.5 KwH in daylight on the surface of a world like Earth. (Adjust as 
appropriate for conditions; being in space generates more, being in darkness generates less or none.) 


Additionally, the Angelshark has an internal fuel tank meant to take whatever fueling system combination you have 
on hand; in a world with abundant atmospheric oxygen it can burn a hydrocarbon fuel, while on a Titanian 
hydrocarbon ball it burns an internal oxidizer. This is necessary for the afterburners to get up to full speed, which is 
necessary to make a high-altitude run for orbit. It incorporates a Maker that allows it to refine liquid hydrogen or 
other, similar fuels from atmospheric and hydrospheric conditions, if need be. If provided with rocket fuel tanks and 
in a suitable environment, it may even be able to synthesize liquid hydrogen and liquid oxygen rocket fuel, but would 
not be able to replenishing exotic rocket fuels such as metallic hydrogen. 


Safe Operating Range 
The Angelshark can operate easily almost anywhere there is atmosphere or hydrosphere and, provided with fuel 
beforehand, where there is not. It is capable of operating smoothly at pressures up to 253,300Kpa (2,500 Atm - two 
and a half times the pressure in the depths of the Marianas Trench,) and at arbitrary low temperatures. Its ability to 
operate in high-temperature extremes is somewhat limited, but it is capable of an aerobraking maneuver from orbital 
velocities on an earthlike world and safely reaching the surface. As with a Cloud Skimmer, the Swim Bladder can be 
used in a gas giant’s dense atmosphere to help it maintain altitude in weather too turbulent to deploy the LTA gas 
bag. 


Neutral Trait Descriptions 


Large Size 
The Angelshark is a large target in combat, granting all enemies a +10 bonus on attack rolls against it. Its mass 
works against it at times; double the damage from falling or collisions after armor is applied (collision damage to the 
other involved object is also damaged). The morph gains the reach advantage against standard-size targets (double 
this against small targets) and can also wield two-handed weapons in one hand without penalty. The Ange/shark’s 


limbs feature fine and gross manipulators, so the sleeved ego does not suffer a penalty to handling small items. 


Stock Augmentations 


Armor, Internals & Structure 
The Angelshark is inherently built tough. Before taking augmentation-armor into account, it features a chassis 
consisting of Inherent Synthmorph Combat Armor, giving it a base armor rating of 16/16. 


Cryonic Protection 
The Angelshark’s cryonic protection system allows it to operate indefinitely in the coldest environments 
known to exist. 


Hidden Compartment 
Hidden by virtue of being sealed up tight inside the morph’s smartmatter chassis, the Ange/shark features 
four payload bays. These bays can carry a goodly volume; in addition to being intended for air-dropping 
remote sensor nodes, they can be equipped with extra fuel tankage, used as equipment bays to take large, 
bulky augmentations or equipment (a Cornucopia Machine will just fit in one,) or even used as internal 
magazines to deploy air-dropped or water-launched ordnance. 


Internal Ordnance Magazine 
The Hidden Compartments may be used as internal ordnance magazines; essentially rotary Smart 
Magazines carrying four Standard Seekers or Torpedoes (Seekers used to attack surface or subsurface 
aquatic targets, which may be air-dropped or launched from in the water.)) The magazine equipment 
costs one [Moderate] expenditure, and each Seeker is another [Moderate] expenditure, so filling 
one ordnance bay has a total cost of [High]. Owing to frame constraints, a standard magnetic launch 
is impossible so a Seeker must be launched while the Angelshark is in full forward flight in Thrust 
Vector mode, to launch the Seeker with enough speed to start its ramjet. Metallic Hydrogen Seekers 
ignore this limitation; so do conventional-fuel rocket Seekers, but their range is shorter. Torpedoes may 
be launched from a standing start as they are propelled by water-jets, not scramjets, and may be 
dropped from the air into the water if desired. 


Hydrostatic Pressure Adaptation 
The Angelshark is equipped for deep submergence in water or gaseous environments, able to operate in 
pressures of up to 2,500 Atm. 


Light Combat Armor 
Additional shell armor over and above the chassis’ built-in armor, the Light Combat Armor increases the 
Angelshark’s formidable built-in armor by +14/+12. It comes with a lot of typically-external armor mods built- 
in. 
Fireproof 
The Fireproofing mod adds additional energy resistance, especially in terms of resisting heat; aerogel 
insulation, heat-reflecting ceramics and superconducting weave. Increases the AV by +2/+0, and an 
additional +10 vs. heat and fire, including but not limited to reentry heat (this permits the morph to 
make semiballistic shots and orbital reentry,) incendiary weapons, and - especially - p/asma rifle fire. 


Lotus Coating 
A Lotus Coating is a superhydrophobic layer with a contact angle of ~170°, repelling water-like liquids 
and providing a +30 bonus when defending against liquid-based attacks, as well as essentially 
precluding any possibility of icing up in high-altitude flight even before taking the cryonic 
augmentation into account. 


Offensive Armor 
If struck in melee, or if it intentionally rams a target, the Ange/shark deals damage and shock to 
whatever made hull contact with it as if it had been struck with a shock baton. 


Reactive Coating 
Increases the Armor value by +5/+5 against five attacks, but each detonation inflicts 1 point of 
damage. Against melee attacks, the attacker takes 1d10 + 2 (Rounded up) damage. The system may 
be toggled off or on as a quick action, but it can only work against five attacks before being exhausted, 
replenishing one use/hour. 

Refractive Glaze 
Yet more reflectors, refractive metamaterial coating, and a deeper energy-transfer system provides 
yet more protection against energy weapons, increasing AV by +3/+0. 


Shock Proof 
Apply a +10 modifier when resisting the effects of Shock weapons. 


Medichines 
Typical robotic Medichines hive, monitor the shell and perform maintenance before it becomes serious. 
Enables the Angelshark to self-repair as if it were a biomorph and to ignore 1 Wound. 


Nanophages 
Provides automatic immunity against nanodrugs and nanotoxins unless ordered to stand down, and will 
attempt to fight off more aggressive hostile nanotech. 


Radiation Shielding 
Comprehensive hardening to exposure from electromagnetic and ionizing radiation, protecting the 
Angelshark Synthmorph in situations that would even be harmful to other synths. Extreme radiation exposure 
over prolonged periods may overcome the shielding (Ex: Jupiter’s magnetic field.) 


Retracting/Telescoping Limbs 
The Angelshark is equipped with a set of smartmatter limbs, much like the Sundiver, that seal up flush under 
the smartmatter chassis; arms with manipulators and legs with both feet and wheels. 


Shape Adjusting 
Although not as completely versatile as many shape-adjusting morphs, the Angel/shark has a fairly good 
degree of shapeshifting within the confines of being a sleek aircraft/submarine/watercraft. For low-altitude 
flight it can extend broad, flat wings for maximum lift, whilst for high-altitude operations it can become a 
delta. Always having the right configuration of elevators, ailerons, elevons, and other control surfaces grant it 
a +10 bonus to mobility-relating rolls whilst at forward thrust in flight or submarine operations mode; it can 
form a lifting body or a boat hull or pontoons for water landing or takeoff if VTOL is undesired, and can form 
rocket nozzles and RCS thrusters if it is equipped with rocket fuel (1 [Moderate] purchase to supply 
conventional rocket fuel or Metallic Hydrogen if available, occupying two payload bays) effectively giving it an 
Internal Rocket mobility system. 


Structural Enhancement 
Increase the morph’s DUR by 10; thus increasing WT by 2 and DT by 20. 


Communications Suite 
The stock communications suite included on the Angel/shark is, in the designer’s own notes, ‘barely adequate.’ Her 
specifications would call for built-in QE comms and an emergency farcaster, but for the fact that provisioning Qubits 
and antimatter in the field is ‘likely to be beyond the end-fabber’s means,’ and a neutrino transceiver would be so 
large as to be impossible to mount and retain primary function. 


Fiberoptic Cable 
The Angelshark is provisioned with everyday fiberoptic cables for establishing hardwired connections 
between the Angel/shark and any device into which it chooses to plug in. These everyday fiberoptic cables are, 
like the Fibereye, sheathed in a myomeric rope to allow the Ange/shark to plug in to devices at a good few 
meters distance and/or with connectors in awkward locations. 


Hypersonic Communicator 
A directed audio device useful for tightbeam audio communications, commonly used in advertising, museum 
display and similar, on the Ange/shark this was built in simply because the designer wanted to see if she 
could, but the notes from a codesigner indicate that it is worth exploring its utility as a directed LRAD for 
repelling fauna and submarine acoustic communications. 


Laser & Microwave Links 
The Angelshark is equipped to receive and transmit laser and microwave link communications, allowing line- 
of-sight communications via tight, non-radio wave communications. 


Radio Booster 
A typical, open-source, Argonaut-attributed radio booster system integrated as the Angel/shark’s primary 
radio comms. 


Radio Farcaster 
The specifications for the Ange/shark call for a linked pair of radio farcasting modules to be created when the 
morph is constructed; the first module goes into the Ange/shark’s radio booster, the second is to be installed 
however the end-user sees fit, from being wrapped in an ecto or standalone radio to installed on a mothership 
or another craft, allowing for quantum-entangled radio communications that can securely communicate 
without (significant) fear of the content of their messages being decrypted. The Radio Booster in the 
Angelshark is actually equipped to install e/even such farcaster modules, allowing for potentially either hub- 
and-spoke or true user-to-user QE mesh between a network of nodes, though additional Farcasters must be 
manufactured standalone at a cost of [Low] for each pair. 


Sound System 
The same incredible sound system featured in ‘morphs such as the Griefer and November Bravo, the sound 
system in the Angelshark can be used to harass and intimidate, to broadcast movie audio to everyone ina 
habitat, or just to hold a conversation at a distance with everyone in earshot. In particular, this system can 
crank up loud enough to broadcast messages that can be heard over the sound of the Angelshark’s jet 
engines when burning fuel, though at such speeds doppler effects are likely to distort the message. Works 
just fine in water, if need be. 


Cyberbrain & Mental Augmentations 


Blue Cyberbrain 
The Blue Cyberbrain is in essence a standard cyberbrain, featuring the usual traits thereof. However, it was designed 
to enforce the autonomy of the ego sleeved into it over all other parties’ interests. The provided simulspace for the 
Angelshark takes the form of a sleek, two-seat tandem cockpit with an aisle to the sides of the cockpit stations and a 
tiny capsule living accommodation to the aft. The sides of the aisles are lined with recessed additional operator 
stations. 
Access Jacks 
As with normal cyberbrains, the Blue Cyberbrain installed in the Angelshark features two (2) Access Jacks. 
The ego sleeved into the morph may choose to ignore or entirely cut-out the Jacks as a Quick action. 


Math Booster 
Although nominally unnecessary when one is a computer, the Math Booster system works on an innate level 
that assists with all tests relating to mathematics; the ego sleeved into the Ange/shark gains a +30 modifier 
on tests involving mathematics. 


Mnemonic Enhancer 
As with normal Cyberbrains, the Blue Cyberbrain features a Mnemonic Enhancer. 


Mesh Inserts 
As with all Cyberbrains, and indeed most morphs, the Blue Cyberbrain features Mesh Inserts standard. 


Oracles 
An emulation of Oracle nanoware acts as a memory buffer and search aid; the ego sleeved into the 
Angelshark ignores Perception modifiers relating to distraction and provides a +10 modifier to Investigation 
tests, and a +30 bonus to memory-related tests. 


Puppet Sock 
As with normal Cyberbrains, the Blue Cyberbrain features a puppet sock, though in this case a transhuman 
ego sleeved into the morph may override them. 


Reflex Booster 


The Angelshark features a fast and powerful Reflex Booster system, granting an ego sleeved into the morph 
(or running as an infomorph on the cyberbrain,) a +10 REF bonus and +1 Speed. 


Black Box Cortical Stack 
The Angelshark’s Cortical Stack is a heavily-armored flight recorder equipped both for flotation and to survive the 
complete destruction of the morph followed by a fall from arbitrary (though not suborbital) height. It features an 
ejection system to prevent it from becoming trapped in the wreckage. 
Mobility Systems 


The Angelshark’s mobility systems constitute a diverse set of means from getting to point A to point B. 


Grip Pads 


The Angelshark features grip pads on its limbs and can arbitrarily create Grip Pad patches on its surface. 


Magnetic System 
The Angelshark features a magnetic system on its limbs and can arbitrarily magnetize its hull. 


Microlight 
The Angelshark can deploy a huge hydrogen balloon from its dorsal surface, allowing it to float lazily in even 
an Earthlike atmosphere as a blimp would. The balloon may be deployed with the Angel/shark’s solar system 
on its hull. The balloon is not very durable and makes a huge target, and it takes time to transition from 
lighter-than-air lift to any other sort of flight, making this not a good idea if you suspect any chance of 
hostilities. However, the balloon exploding above the Ange/shark would not significantly damage the morph, 
even if every cell exploded at once. 


Submarine 
The Angelshark’s thrust-vectoring jet systems can function underwater, giving it a Submarine mobility 
system. 


Swim Bladder 
The Angelshark features a robotic Swim Bladder augmentation that, like that of the Cloudskimmer, allows it 
to control its buoyancy within a dense gas body or liquid. It isn’t sufficient to meaningfully affect buoyancy in 
Terrestrial air pressure, but in thicker air (and obviously, liquid,) it can assist in or succeed in lifting the morph 
entirely on its own. 


Thrust-Vector 
The heart of the Ange/shark’s mobility systems are this powerful thrust-vectoring jet system. Under standard 
electric power, these jets are capable of VTOL under Earthlike conditions and making careful fine movements , 
or transitioning to forward powered flight. With the application of fuel, they transition to fuel-breathing 
powerful modern jet engines capable of significant speed and power; cruising at a speed of 1,100 Kph or 
making one run to extremes of speed in the rarified upper atmosphere, a necessary prerequisite for a rocket- 


powered transition to spaceflight. 


Walker 
The Angelshark’s smartmatter legs are equipped with feet, much like an Arachnikoma’s, and may maneuver 
as a walker; this is ungainly though. 


Wheeled 
The Angelshark’s smartmatter legs are equipped with wheels, much like an Arachnikoma’s, and may 
maneuver on the ground via its wheels. This is somewhat ungainly, but is useful if a rolling takeoff or landing 
is required or advisable; such as if, say, the Angel/shark is inadvisedly operating in a high-gravity environment, 
or is carrying an unusually heavy payload. 


Power Systems 
The Angelshark features a rather comprehensive integrated power system, befitting its nature as a small vehicle. 


Battery (x4) 
This set of standard batteries are not the Ange/shark’s internal vehicular power supply, but are a set of 
additional batteries provided as an emergency backup to that battery, and/or for the purposes of providing 
power to mission payloads (in the hidden compartments) or to the weapon on the weapon mount. 


Radioisotope Thermoelectric Generator (RTG; Nuclear Battery) 
This RTG is a hot-burning system with a half-life of three years, and should provide approximately 1 KWH of 
power constantly for that three years, in addition to providing heat for the cryonic systems. 


Solar Recharger (x30) 

A massive array of thin-film smartmatter solar cells that coat the top and sides of the Angel/shark’s inflatable 
balloon or may be deployed as traditional solar panels. On the balloon, it is difficult to bring more than 15 of 
the cells into direct sunlight - with good conditions you can get about 17.5 of the cells on-target. When 
stationary or in freefall, all 30 cells may be deployed to catch sunlight. Under good conditions on the surface 
of an Earthlike world, each cell generates 1 KWH of electricity. 


Wireless Energy Transmitter 
Potentially something of a boondoggle, but also a trivial system to fit (in the vein of “we might as well,”) the 
Angelshark features a Wireless Energy Transmitter, allowing it to provide power to external devices without 
needing to attach leads. 


Sensory Augmentations 
The Angelshark’s primary purpose is, in fact, planetary survey. It ties together essentially the catalog of sensory 
augmentations to permit incredible panopticon views. 


Visual Senses 
360° Vision; Anti-Glare; Enhanced Vision; Fiber Eye (Gear); Hyperspectral Super-Wide Camera (Gear); 
Lens Spotter (Gear); Lidar; Polarization Vision; Radar; Radiation Sense; Viewers (Gear) 


Taking the sum of its visual senses, the Ange/shark features a comprehensive all-around visual suite. The 
hyperspectral super-wide camera array allows it to view an area of up to 300Km? at a resolution of 10cm in the full 
hyperspectral range available to its Enhanced Vision and Viewer-equivalent sensors; from terahertz waves to gamma 
rays. Viewer-equivalent cameras provide up to 50x camera zoom and a T-ray emitter for short-ranged analysis, 
whilst the polarization vision allows the Angel/shark to ignore negative modifiers from camouflage, transparency, or 
viewing underwater. Lidar and Radar allow the Ange/shark to quickly map terrain and acquire targets for a rocket- 
powered paddlin’, and the Ange/shark can both see, detect, and use radiation to sense other things. The LIDAR 
system functions as a lens spotter automatically, and for the unusual case when the ego sleeved into the morph 
wants to poke an eye into tight spaces, a fiber eye is provided which takes advantage of all of the morph’s 
hyperspectral visual sensors. 


The Angelshark provides a +30 bonus on all visual Perception tests relating to anything the users are intentionally 
focusing on, and +20 to all other visual perception tests. It ignores all Glare penalties. 
Audio Senses 
Echolocation; Enhanced Hearing; Lateral Line; Viewers (Gear); 


Taking the sum of its audio senses, the Ange/shark has typically good Transhuman hearing; its echolocation and 
lateral line augmentations are useful even in gasses but vital for submarine operation, and Viewer-equivalent 
directional microphone provides up to 50x directional microphone zoom. 


The Angelshark provides a +30 bonus on all audio Perception tests relating to anything the users are intentionally 
focusing on, and +20 to all other audio perception tests. 


Other Senses 
Chemical Sniffer; Direction Sense; Electrical Sense; Oracles; Radiation Sense; 


The Angelshark’s innate directional sense, even without the benefit of the mapping software that comes with its 
Blue Cyberbrain, allows the character to define an arbitrary (or actual) “North” and keep track of it using inertial 
navigation; thus they will not lose their way except in the most extremely void environments. Electrical Sense allows 
both for normal, close-range location of electricity (determining if a device is on or off, seeing the precise location of 
electrical wiring,) but is primarily intended as a navigational aid by detecting and navigating by large electromagnetic 
fields (planetary magnetic fields, vast municipal power grids, etc.) Oracles prevent the ego sleeved into the 
Angelshark from suffering any negative perception modifiers for distraction, and can (in addition to directly 
visualizing) innately detect the presence and approximate source of all forms of dangerous radiation, including 
neutrons, charged particles and cosmic rays. The Chemical sniffer system is a purely-robotic augmentation that 
enables Chemistry Tests to determine the presence and composition of gases, including toxins and other fumes, as 
well as militarily-significant compounds, such as explosives and combustion products. 


The Angelshark provides a +10 modifier on any test involving analyzing, repairing, or modifying electrical 
equipment. 


Stealth Systems 
Although not exactly a stealthy craft, the Ange/shark has a set of systems useful towards allowing it be less 
observed than it might otherwise be; primarily these were installed as a means for expression, but when the designer 
realized that the payload bays would be perfect for air-launched ordnance and fitted a vehicular cannon mount, some 
thought was given to reducing sensor returns. 


Chameleon Skin 
The same Chameleon Skin coating which is a favorite of Blue Tiburon products is present on the hull of the 
Angelshark, which comes pre-equipped with a wide variety of liveries appropriate to the non-hypercapitalist 
branches of the Autonomist Alliance as well as the more Anarchistic segments of the Barsoomian movement 
and the Argonauts. It also features a rapid templating system and a muse skillsoft plugin (giving a muse or 
other Al so loaded the Art 40 skill [Angelshark +10]) so that the user may customize their own livery, as well 
as the livery the designer hopes to make a fad, that being faux-digital-camouflage in glaringly bright neon 
high-visibility work colors, and more normal high-vis work striping. Naturally it also has the normal Chameleon 
Skin functions of camouflaging the morph. 


Holographic Projector 
An integrated holographic projector system allows the Ange/shark to project holographic imagery as it sees 
fit; this was noted as being useful to disguise the morph as native flora or fauna when on extended 
Gatecrashing/Mass Relay survey missions or just for general larking about. The system can encapsulate the 
entire morph, or it may be used to project gigantic holograms wherever the operators see fit, and notably 
comes preloaded with the entire (pirated) library of Star Wars and Star Trek filmography and videography, 
from the earliest versions released in the 1960s up to the last noninteractive installments released just before 
the Fall. 


Radar Absorbent 
The materials used to construct and coat the Angel/shark include a layer which smoothly passes radar and T- 
rays, reducing its sensor signature and the utility of T-ray scanners employed on the morph; operators of 
radar systems attempting to detect the Ange/shark are at a —20 penalty, cumulative with that below. 


Reduced Signature 
The morph’s structure and shape provide a very slim radar cross-section, which also happens to be quite 
handy for aerodynamic flight and submarine operation. When operating in thrust-vector or submarine modes 
of mobility, the shell applies a —30 penalty to detect it with radar, terahertz waves, and active sonar systems. 
(No effect on passive acoustic detection resulting from sound the Angelshark makes itself from moving, 
including detection by lateral line, enhanced hearing, and echolocation senses.) When operating in Lighter- 
than-Air microlight mode or standing still or taxiing on its landing gear this applies only a —10 modifier, and 
nothing at all when walking. 


Utility & Weapon Mounts 
Flashlight 


The Angelshark comes equipped to emit lights in the visual, ultraviolet and infrared spectrum, useful for flight 
navigation beacons, spotlighting the ground from high above, and whatever other purposes a broad spectrum 
light-emitting system can be put to. 


Maker 
The Angelshark incorporates an internal Maker for In-Situ Refueling, allowing it to convert ambient gasses, 
solids and liquids into the simple fuels its jet and (if so-equipped) conventional rocket systems burn. 


Weapon Mount 
A sleek, smartmatter mount affixed to the underside of the chassis which seals up flush, this direct-fire mount 
is technically a Concealed Mount on account of the smartmatter chassis sealing around it until it is necessary 
to uncover the weapon and fire. Although it can wholly unseat itself and swivel to fire as an articulating turret, 
this is unaerodynamic at high speeds, where the mount is best employed as a fixed-forward mount with only 
the barrel or aperture uncovered. The mount is /arge, and readily takes weapons of greater size than most 
Transhuman morphs can hold and utilize: consult The Book of Armaments. (The Angel/shark is a Large, Stable 
morph for the purposes of mounting heavy weapons found therein.) 


Wrist-Mounted Tools 
The ends of the Angel/shark’s long, somewhat spindly arms are equipped with wrist-mounted tools, 
duplicating the effects of a Utilitoo/, providing very fine fiberoptic cables (that still benefit from the morph’s 
full visual sensor suite,) can create functional claws, and provide the morph with fine manipulation capability, 
allowing it to pick up and manipulate equipment sized for normal transhumans easily enough. They grant a 
+20 modifier to skills involving repairing or modifying devices with mechanical parts, opening locks or 
disarming alarm systems, or performing first aid. 


Morphgen Costs Template 


1: Morph Type: Synth 

2: Size and Durability: Real CP Cost: 70 
Large Size, DUR 100 

3: Aptitude Maximum: Real CP Cost: -25 
Aptitude Max: 25 

4: Skill Bonuses: Real CP Cost: 10 
Flight*: 10 
Fray*: 10 
Free Fall: 10 
*Only at forward thrust in air or underwater, thus half cost. 

5: Augmentations: Real CP Cost: 72 

5.1: Trivial Augmentations: (45 x 50 Cr) 2,250 Cr 


Batteries x4 (Gear); Fireproof (Armor Mod); Flashlight (Gear); Lotus Coating (Armor Mod); Sound System; 
Fiberoptic Cable; Solar Recharger x30; Wireless Energy Transmitter 


5.2: Low Augmentations: (40 x 250 Cr) 10,000 
360° Vision; Access Jacks x2; Anti-Glare; Chameleon Skin; Cryonic Protection; Direction Sense; Echolocation; 
Electrical Sense; Enhanced Hearing; Enhanced Vision; Fiber Eye (Gear); Grip Pads; Hidden Compartment x4; 
Holographic Projector; Hypersonic Communicator (Gear); Lateral Line; Lens Spotter (Gear); Lidar; Math Boost; 
Magnetic System; Microlight; Miniature Radio Farcaster (Gear); Mnemonic Augmentation; Nuclear Battery 
(Gear); Offensive Armor (Armor Mod); Polarization Vision; Radar; Radiation Sense; Radio Booster (Gear); 
Refractive Glazing (Armor Mod); Retracting/Telescoping Limbs; Shock Proof (Armor Mod); Swim Bladder; 
Viewers (Gear); Walker; Wheeled; Wrist-Mounted Tools 
5.3: Moderate Augmentations: (15 x 1,000 Cr) 15,000 Cr 
Blue Cyberbrain; Chemical Sniffer; Laser Link (Gear); Maker (Gear); Medichines; Mesh Inserts; Microwave Link 
(Gear); Nanophages; Oracles; Puppet Sock; Radar Absorbent; Reactive Coating (Armor Mod); Submarine; 
Thrust-Vector; Weapon Mount (Concealed Swivel); 
5.4: High Augmentations: (5 x 5,000 Cr) 25,000 Cr 
Black Box Cortical Stack w/Ejection System; Hyperspectral Super-Wide Camera (Gear); Radiation Shielding; 
Reduced Signature; Shape-Adjusting; 


5.5: Expensive Augmentations: (1 x 20,000 Cr) 20,000 Cr 
Hydrostatic Pressure Adaptation 

5.6: Morph Advantages: Real CP Cost: 0 
Advantages 


5.7: Full-Cost Augmentations (Highest 1/4 cost) 
Light Combat Armor; 1,000 Cr 


Structural Enhancement; 1,000 Cr 
Reflex Boosters; 20,000 Cr + 4 = 5,000 Cr 


6: Positive Morph Traits: Real CP Cost: 
Traits 
7: Negative Morph Traits: Real CP Cost: 
Traits 
7.5: Neutral Traits: Free! (Even the ones that really are drawbacks.) 
Large Size Trait 
8: Aptitude Bonuses: Real CP Cost: 
None! 
9: Synthmorph Characteristics: Real CP Cost: 65 
Synth: 25 
Inherent Synthmorph Armor (Combat): 40 CP 
10: Adjusted CP Cost: ACP: 48 (48 Fair accounting; 50 RAW) 
Total CP Cost: (RCP * 0.25) rounded to the next highest multiple of 5. 
11: Final CP Cost: CP Cost: 55 (Fair accounting; 60 RAW) 


(48 + 7 = 55 Fair accounting.) 
(50 + 7 = 57 Rounded to 60 RAW) 


12: Clanking Masses Trait: No 
Clanker? 
13: Final Credit Cost: Credit Cost: Expensive [55,000 Fair; 60,000 Raw] 


Final CP Cost * 1,000 Cr 


Variant: 2/Multi-Seater 


Lose the Reflex Boosters and add Mental Speed; add a second Blue Cyberbrain and the Ego-Sharing mod. Add 
additional Blue Cyberbrains as desired at standard cost each aftermarket. 


Variant: Metallic Hydrogen availability 
Lose the Microlight movement mode, add an Internal Rocket. 
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